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(57) ABSTRACT 

A method and system for defining standard catch styles used 
in generating speech application code for managing catch 
events, in which a style-selection menu that allows for selec 
tion of one or more catch styles is presented. Each catch style 
represents a system response to a catch event. A catch style 
can be selected from the style-selection menu. For each 
selected catch style, the system can prepare a response for 
each catch event. If the selected catch style requires playing a 
new audio message in response to a particular catch event, a 
contextual message can be entered in one or more text fields. 
The contextual message entered in each text field corresponds 
to the new audio message that will be played in response to the 
particular catch event. In certain catch styles, the entered 
contextual message is different for each catch event, while in 
other catch styles, the entered contextual message is the same 
for each catch event. Finally, if the selected catch style does 
not require playing of a new audio message in response to a 
particular catch event, the system can replay the system 
prompt. 

23 Claims, 3 Drawing Sheets 
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1. 

METHOD AND SYSTEM FOR DEFINING 
STANDARD CATCH STYLES FOR SPEECH 

APPLICATION CODE GENERATION 

BACKGROUND OF THE INVENTION 

1. Statement of the Technical Field 
The present invention relates to the field of speech appli 

cation code generation and more particularly to predefining 
and implementing an interface that allows a programmer or 
application developer to select one of a variety of styles in 
order to manage standard catch events. 

2. Description of the Related Art 
Programmers of interactive speech applications are often 

faced with the challenge of managing standard catch events, 
where standard catch events are defined as user requests for 
help, a non-input entry, in which the system does not receive 
any user response, or a non-matching entry, in which the user 
entry is not understood, that may occur during a given dialog 
turn. A large amount of source code is dedicated to managing 
and preparing audio responses to these catch events. Typical 
practice is for a programmer to reuse existing code by copy 
ing the code and pasting it where required throughout a new 
application. While this is a tedious process, the process 
becomes even more time-consuming when the programmer 
does not simply copy and paste the code, but must also modify 
the copied text in order in order to allow the system to play 
different audio messages for each specific catch event. Need 
less to say, this takes valuable programming time away from 
the application developer and often results in an error-laden 
application. 

It would greatly benefit programmers of interactive speech 
applications to provide an interface that gives the program 
mer the option of selecting a specific style, where each style 
allows the programmer to use specific forms to provide non 
static information for each dialog turn. The system could then 
use this information in a code-generation step to generate the 
appropriate speech application code for a particular applica 
tion. 

Because of the unique attributes of different interactive 
Voice applications, programmers, when creating code in 
response to standard catch events, would benefit from having 
the option to select one of a variety of styles, where the styles 
range in complexity from simply repeating a prompt to the 
user, to the playing of different audio messages for each 
specific catch event. 

Because programmers often work in teams, the code gen 
erated in interactive speech applications is often passed from 
one programmer to another for modification. By restricting a 
programmerto a specific style selected by his predecessor, the 
ability to efficiently modify a portion of code may be limited. 
While making a style-selection interface available would pro 
vide additional flexibility for programmers, the added ability 
to seamlessly select, de-select and/or change the style would 
prove to be of great value in a scenario where multiple pro 
grammers and developers share responsibility for the prepa 
ration of speech generation code. 

Accordingly, it is desirable to provide a method and system 
that provides a programmer of an interactive voice response 
application with an interface that presents a variety of catch 
styles, thereby allowing the programmer to selectively 
choose a style that Suits his or her programming needs and, if 
desired, allows for the recording and playing of specific audio 
messages in response to standard catch events. 

SUMMARY OF THE INVENTION 

The present invention addresses the deficiencies of the art 
with respect to managing standard catch events in interactive 
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2 
speech applications and provides a novel and non-obvious 
method, system and apparatus for predefining standard catch 
styles for speech application code generation. In particular, in 
accordance with the principals of the present invention, an 
interface may be presented to a programmer, allowing the 
programmer to select from a variety of standard catch event 
styles, wherein each style includes a pre-determined com 
plexity level of response. Notably, the programmer may 
select a particular style, amend the selected style, and/or 
choose a different style, to Suit the programmer's needs for a 
particular interactive Voice application. 
Methods consistent with the present invention provide a 

method for defining standard catch styles used in generating 
speech application code for managing catch events resulting 
from a system prompt. The method includes presenting a 
style-selection menu that allows for selection of one or more 
catch styles. Each catch style represents a system response to 
a catch event. A catch style is selected from the style-selection 
menu. For each selected catch style, the system prepares a 
response for each catch event. 

If the selected catch style requires playing a new audio 
message in response to a particular catch event, a contextual 
message is entered in one or more text fields. The contextual 
message entered in each text field corresponds to the new 
audio message that will be played in response to the particular 
catch event. In certain catch styles, the entered contextual 
message is different for each catch event, while in other catch 
styles, the entered contextual message is the same for each 
catch event. Finally, if the selected catch style does not require 
playing of a new audio message in response to a particular 
catch event, the system replays the system prompt. 

Systems consistent with the present invention include a 
system for managing catch events in a speech application. 
This system includes a computer where the computer 
includes a style-selection interface having a style-selection 
template for selecting one of one or more catch styles wherein 
each catch style represents a system response to a catch event. 
Notably, the style selection interface can include one or more 
text fields for receiving a contextual message, where the 
contextual message entered in each text field corresponds to 
the new audio message that will be played in response to the 
particular catch event. Finally, the style-selection interface 
may include a field reciting details about the one or more 
catch styles and/or a field identifying a final action to be taken 
if the catch event is not corrected. 

In still another aspect, the present invention provides a 
computer readable storage medium storing a computer pro 
gram which when executed defines standard catch styles used 
in generating speech application code for managing catch 
events. The standard catch styles are defined by presenting a 
style-selection menu that allows for selection of one or more 
catch styles. Each catch style corresponds to a system 
response to a catch event. Upon selection of a catch style, a 
system response is prepared for each catch event. 

Additional aspects of the invention will be set forth in part 
in the description which follows, and in part will be obvious 
from the description, or may be learned by practice of the 
invention. The aspects of the invention will be realized and 
attained by means of the elements and combinations particu 
larly pointed out in the appended claims. It is to be understood 
that both the foregoing general description and the following 
detailed description are exemplary and explanatory only and 
are not restrictive of the invention, as claimed. 

BRIEF DESCRIPTION OF THE DRAWINGS 

The accompanying drawings, which are incorporated in 
and constitute part of this specification, illustrate embodi 
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ments of the invention and together with the description, 
serve to explain the principles of the invention. The embodi 
ments illustrated herein are presently preferred, it being 
understood, however, that the invention is not limited to the 
precise arrangements and instrumentalities shown, wherein: 

FIG. 1 is a computer screen illustrating the style-selection 
interface of the present invention; 

FIG. 2 is a computer screen illustrating an example of the 
style-selection interface of the present invention where dif 
ferent contextual messages are played for each catch event; 

FIG. 3 is a computer screen illustrating an example of the 
style-selection interface of the present invention where the 
same contextual message is played for each catch event; and 

FIG. 4 is a flow chart illustrating an exemplary method for 
defining standard catch styles in a speech application code. 

DETAILED DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

The present invention is a system and method of creating 
and defining standard catch styles in order to simplify a pro 
grammer's task in managing standard catch events while 
generating speech application code such as, for example, 
VoiceXML source code. Specifically, an interface may be 
presented to a programmer or application developer that 
allows him or her to select one of a number of different catch 
“styles” where each “style” provides a different level of com 
plexity with regard to preparing the system's audio response 
played in a typical dialog turn. A dialog turn, in this case, is 
initiated upon the occurrence of a standard catch event, where 
a standard catch event in an interactive Voice application is 
defined as user requests for help, or a no-input or no-match 
event. 

Referring now to the drawing figures in which like refer 
ence designators refer to like elements, there is shown in FIG. 
1 a computer screen illustrating a style-selection menu 100 
presented to a programmer or application developer. Instead 
of copying existing speech application code, modifying the 
code to conform to the programmer's needs, and then pasting 
the code into a new application, interface 100 provides the 
programmer with increased programming flexibility by 
allowing him or her to select a specific style that corresponds 
to text created to respond to a variety of catch events. The 
system then uses this textina code generation step to generate 
speech application code for the current application. 

FIG. 1 is an exemplary illustration of the style-selection 
menu 100 of the present invention. Menu 100 includes 
instructions 110, directing the programmerto select a particu 
lar catch style from a style template 120. In this illustration, 
three styles choices are presented, each having different char 
acteristics: Simple 125, Classic 130 and Modern 135. These 
exemplary templates are explained in greater detail below. 
Although the style template 120 in FIG. 1 shows three exem 
plary style choices, it is within the spirit of the invention to 
include any number of style choices, appropriately named, 
where each style is associated with different characteristics. 
Each style corresponds to a specific level of code generation, 
where the system must generate code that eventually becomes 
an audio message, either through text-to-speech conversion 
orthrough the playing of a pre-recorded audio message, at the 
occurrence of a catch event. For example, if a user, after 
requesting that a car be made available for rental, is then 
prompted to speak the name of the city where the user wants 
to pick up his or her rental car, and the user utters the word 
“Help' or does not respond (“no input response), or utters a 
non-matching phrase Such as "On Tuesday, an audio 
response must be played in response to this "catch event. The 
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4 
programmer, in generating code to respond to the catch event 
via style template 120, now has the option to select specific 
text that will be played as an audio message in response to the 
catch event. Or, the programmer may choose not to play any 
message and instead simply replay the prompt that initiated 
the catch event in the hopes that the user will respond prop 
erly. 
Menu 100 further includes a retry-selection template 160. 

Retry-selection template 160 is, preferably, a drop down 
menu that allows the programmer to customize the number of 
times the user has to correct the catch event before a final 
action is to be taken. Final Action selection template 140 
allows the programmer to select one of a number of final 
actions to be taken after the number of retries has been 
exceeded. For example, the final action may be to simply 
repeata user prompt 145, disconnect the user from the system 
150, or transfer the user to an agent 155. The final actions 
illustrated in FIG.1 are only exemplary and may include other 
final actions such as, for example, generating code that allows 
the user to choose DualTone Multi-Frequency (DTMF) as the 
mode of user input. Preferably, a description panel 170 is 
presented that provides details about the selected style and 
indicates consequences for the combination of the selected 
catch style, final action, and number of retries. 
As an example of one type of catch style, the programmer 

may select the Simple Style 125 from the Style Template 120. 
The Simple Style 125 treats all catch events in the same 
manner. No additional audio message is played. Therefore, 
the user is not directed to a further screen with prompts to 
enter additional text. Selection of Simple Style 125 results in 
the replaying of the initial prompt, i.e. the prompt that ulti 
mately led to the catch event. Therefore, regardless of the type 
of catch event, i.e. a request for help, a non-match response, or 
simply no response at all, the user is represented with the 
system prompt. This occurs up to the number of retries as 
indicted in field 160 that the programmer has selected. The 
selection of this style allows the programmer to generate a 
Surface-level prototype quickly. The programmer may select 
a different style during later code development. Because the 
Simple Style 125 does not result in the playing of any audio 
messages, a Finish button 180 is presented to the programmer 
after selection of this style. 

If the programmer prefers that the system play different 
audio messages in response to particular catch events, a sec 
ond, intermediate style level may be selected. For example, 
the Classic Style 130 may be selected. By selecting this style, 
the programmer is presented with an additional screen that 
presents text fields, which can be filled in with contextual 
messages that will be played as audio messages in response to 
a particular catch event. FIG. 2 illustrates an example of a 
computer Screen that can be presented to the programmer 
after selection of the Classic Style 130 from the screen illus 
trated in FIG. 1. Classic interface 200 includes one or more 
text input fields 210 for each count of each type of catch event. 
In this fashion, different audio messages, each tailored to the 
specific catch event, may be played for each occurrence of the 
catch event. For example, if the catch event is a user request 
for help, a text message may be entered in the first text field 
(“Help 1), where the message may explain instructions to the 
user in order to assist them in resolving any confusion the user 
may have. This text message is recorded and played to the 
user. Alternately, the text message may be played to the user 
via Text-To-Speech (TTS) conversion. If the user again 
requests help, the second text message entered in the next text 
field (“Help 2) can be played. This message may be different 
than the first and may, for example, provide additional 
instructions, instruct the user to dial a phone number where 
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they can be connected to a live operator, or instruct the user to 
use a DTMF. touch-tone entry in lieu of a voice entry. Simi 
larly, text messages tailored to different catch events (non 
match responses and non-input responses) may be created. 
The illustration in FIG. 2 is only exemplary and illustrates the 
appearance of a screen where the number of retries has been 
set to two, i.e. there are two distinct messages played for each 
count of each catch event. There may be more text fields for 
each catch event and/or additional catch events. 

Each text field in FIG. 2 includes a Clear button 220 to 
allow the programmer to amend the text entries. Standard 
Back 225, Finish 230, Cancel 235 and Clear All 240 buttons 
are included to assist the programmer in creating appropriate 
text messages. The Add Variable button 250 initiates a listing 
of variables available to add to a text message, via, for 
example, a pop-up menu. An Add Pause button 260 has an 
associated control for setting the pause length (for example, 
0.5 seconds) to allow the programmer to insert timed pauses 
into the audio message. An arrow button 270 allows the pro 
grammer to increment or decrement the pause length, typi 
cally at 0.1 second increments. Smaller increments can be 
created by typing directly in the increment field 280. Add 
Variable button 250 and Add Pause button 260 are activated, 
preferably, when the cursor insertion point is within a text 
field 210. 

FIG. 3 illustrates an example of a computer screen that is 
presented to the programmer after selection of the Modern 
Style 135 from the screen illustrated in FIG.1. The screen 300 
that is presented after selection of the Modern Style 135 from 
the menu shown in FIG. 1 provides a single text field 310 for 
each catch event occurrence. In this style, the system will play 
the same audio message in response to any catch event. This 
option allows the programmer to choose one message that 
will adequately respond to any catch event, thereby reducing 
programming time. The screen shown in FIG. 3 shows the 
result when the number of retries has been set to two. A 
second message (Message 2) can be played that is different 
from the first message (Message 1) after a predefined amount 
of time. Therefore, although one message is played for all 
catch events, a second message can be played after a short 
duration to provide different instructions to the user. This 
amount of time may be controlled by checking the control box 
320 in order to enable a no-input timeout acceleration follow 
ing a Help event. The invention relating to accelerating no 
input timeouts after explicit requests by the user for help is 
disclosed in pending patent application Ser. No. 10/670,632 
filed Sep. 24, 2003, entitled HELP OPTION ENHANCE 
MENT FOR INTERACTIVE VOICE RESPONSE SYS 
TEM, the contents of which are incorporated herein by ref 
erence. Further, a control box 330 may be used for setting the 
help acceleration timeout value, typically ranging from 0.5 to 
5.0 seconds. Similar to the Classic Style 130 shown in FIG.2, 
Add Variable 350, Add Pause 360 and arrow 370 indicators 
allow the programmer to customize the textual messages. 
Back 325, Finish 335 and Cancel 345 buttons allow for fur 
ther navigation between screens. 

FIG. 4 is a flowchart illustrating a method for defining 
standard catch styles resulting in the style selection screens of 
the type shown in FIGS. 1-3. Beginning in block 400, a 
programmer is presented with a style selection interface of the 
type shown in FIG.1. The programmer then selects a particu 
lar catch style via block 410. In decision block 420, if the 
selected style requires that a new audio message is to be 
played upon the occurrence of a catch event, then the process 
continues onto block 430 and contextual fields are presented. 
If the programmer decides that no audio message is to be 
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6 
played, then the process continues to block 440 and the 
prompt giving rise to the catch event is replayed. 
Once it has been determined that contextual fields are to be 

presented to the programmer during the style definition pro 
cess, decision block 450 determines if a different and unique 
audio message is to be played for each catch event. If different 
audio messages are required, the process continues to block 
460, resulting in a screen similar to the one shown in FIG. 2. 
If the same audio message is to be played for all catch events, 
the process continues to block 470, resulting in a screen 
similar to the one shown in FIG. 3. The text messages may 
then be accepted or updated as indicated in block 480 via the 
various tools and buttons described above. 

In a graphical use interface for defining call flows that 
capture the information required for code generation, an 
embodiment of the present invention provides visual repre 
sentation of the catch events. For example, a key graphical 
element such as an icon oran arrow may be provided to allow 
the programmer to invoke the invention. Therefore by click 
ing on the icon or using a cursor flyover, the programmer is 
able to display the contents of the catch-related text messages 
and other standard style properties. Line coding Such as the 
use of color, width or line break patterns provides information 
to the programmer reviewing the call flow. For example, a line 
attribute could indicate the use of the Simple Style, or any 
other condition where the text messages have not yet been 
entered in the appropriate text fields in the appropriate format. 

Another embodiment of the present invention provides 
modifications that allow the definition of a global catch tem 
plate that is applied to all prompts at the time they are gener 
ated in the graphical call flow application. For example, in 
FIG. 1, a control such as a check box may be added that 
applies the selected style globally to all existing or future 
prompts created for the speech application. A further modi 
fication to the screen shown in FIG.1 may be the addition of 
a save box, which, when enabled, saves the text in the text 
field and applies it to all existing or future prompts. A feature 
that may also be included is to allow programmers to lock 
specific prompts in order to prevent future global changes 
from taking affect. This would be a beneficial tool to the 
programmer who has customized a specific text prompt and 
does not want it to be altered by Subsequent programmers. A 
“lock' icon can be added to the key graphical element to allow 
locking and unlocking via options in the contextual message 
C. 

These and other enhancements allow the programmer to 
rapidly and efficiently prototype speech generation code 
using, for example, the Simple Style 16, then later, regenerate 
code using another style such as the Classic 18 or the Modern 
Style 20. For example, if there is any standard text used for 
any of the text fields, such as a statement used to start the 
second level of help such as “at any time you can say Help, 
Repeat, Go Back or Start Over, this can be written only once 
and automatically copied for each existing or new prompt in 
the application. 
The present invention can be realized in hardware, soft 

ware, or a combination of hardware and Software. An imple 
mentation of the method and system of the present invention 
can be realized in a centralized fashion in one computer 
system, or in a distributed fashion where different elements 
are spread across several interconnected computer systems. 
Any kind of computer system, or other apparatus adapted for 
carrying out the methods described herein, is Suited to per 
form the functions described herein. 
A typical combination of hardware and software could be 

a general purpose computer system having a central process 
ing unit and a computer program stored on a storage medium 
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that, when loaded and executed, controls the computer system 
such that it carries out the methods described herein. The 
present invention can also be embedded in a computer pro 
gram product, which comprises all the features enabling the 
implementation of the methods described herein, and which, 
when loaded in a computer system is able to carry out these 
methods. Storage medium refers to any volatile or non-vola 
tile storage device. 

Computer program or application in the present context 
means any expression, in any language, code or notation, of a 
set of instructions intended to cause a system having an infor 
mation processing capability to perform a particular function 
either directly or after either or both of the following a) 
conversion to another language, code or notation; b) repro 
duction in a different material form. In addition, unless men 
tion was made above to the contrary, it should be noted that all 
of the accompanying drawings are not to scale. Significantly, 
this invention can be embodied in other specific forms with 
out departing from the spirit or essential attributes thereof, 
and accordingly, reference should be had to the following 
claims, rather than to the foregoing specification, as indicat 
ing the scope of the invention. 

We claim: 
1. A method of defining catch styles used in generating 

speech application code for managing a plurality of catch 
events in an interactive Voice application, the method com 
prising steps of: 

presenting a style-selection menu for a plurality of catch 
styles that allows for selection of one or more of the 
catch styles, each catch style defining a system response 
to the plurality of catch events in the interactive voice 
application, wherein the plurality of catch styles provide 
different levels of complexity with regard to preparing a 
system's audio response to be played in a dialog turn and 
the plurality of catch events comprises an event being 
Selected from the group consisting of a user request for 
help, a non-input entry, and a non-matching entry, 
wherein the plurality of catch styles includes a Simple 
catch style for which the system's audio response is to 
replay a prompt that led to the catch event in the inter 
active voice application, a Modern catch style for which 
the system's audio response is to play a same audio 
message for all catch events in the interactive Voice 
application and a Classic catch style for which the sys 
tem's audio response is to play different audio messages 
for at least two types of catch events in the interactive 
Voice application, wherein the at least two types of catch 
events are selected from the group consisting of a user 
request for help, a non-input entry, and a non-matching 
entry; 

receiving during programming of the interactive Voice 
application, an indication to associate a catch style with 
at least one catch event; 

determining, with at least one processor, in response to 
receiving the indication, a currently selected catch style; 
and 

associating the currently selected catch style with the at 
least one catch event by preparing the system response to 
the at least one catch event in accordance with the cur 
rently selected catch style. 

2. The method of claim 1, wherein the step of preparing the 
system response to the at least one catch event comprises: 

presenting one or more text fields for receiving a contextual 
message, the contextual message entered in each text 
field corresponding to a new audio message to be played 
in response to a particular catch event if the selected 
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catch style requires playing of the new audio message in 
response to the particular catch event. 

3. The method of claim 2, wherein the entered contextual 
message is different for each catch event. 

4. The method of claim 2, wherein the entered contextual 
message is the same for each catch event. 

5. The method of claim 2, wherein the style-selection menu 
further includes a control for inserting variables in the con 
textual message. 

6. The method of claim 2, wherein the style-selection menu 
further includes controls for inserting programmed pauses of 
specified duration values in the contextual message. 

7. The method of claim 1 wherein the preparing the system 
response for the at least one catch event comprises replaying 
a system prompt if the currently selected catch style does not 
require playing of a new audio message in response to a 
particular catch event. 

8. The method of claim 1 wherein the style-selection menu 
further includes a field reciting details about the one or more 
catch styles. 

9. The method of claim 1 wherein the style-selection menu 
further includes a field identifying a final action to be taken if 
a catch event is not corrected by a user. 

10. The method of claim 1, wherein the style-selection 
menu further includes a control to enable acceleration of a 
system timeout upon occurrence of a help catch event. 

11. The method of claim 1, wherein preparing the systems 
audio response for the at least one catch event is performed in 
accordance with a global catch template that applies the 
selected catch style to all existing and future prompts created 
for the interactive voice application. 

12. A system for managing a plurality of catch events in a 
speech application, the system comprising a computer, the 
computer being programmed to: 

present an interface having a style-selection template for a 
plurality of catch styles that allows for selection of one 
or more of the catch styles, each catch style defining a 
system response to the plurality of catch events in the 
speech application, wherein the plurality of catch styles 
provide different levels of complexity with regard to 
preparing a system's audio response to be played in a 
dialog turn and the plurality of catch events comprises an 
event being selected from the group consisting of a user 
request for help, a non-input entry, and a non-matching 
entry, wherein the plurality of catch styles includes a 
Simple catch style for which the systems audio 
response is to replay a prompt that led to the catch event 
in the interactive Voice application, a Modern catch style 
for which the system's audio response is to play a same 
audio message for all catch events in the interactive 
Voice application and a Classic catch style for which the 
system's audio response is to play different audio mes 
Sages for at least two types of catch events in the inter 
active Voice application, wherein the at least two types of 
catch events are selected from the group consisting of a 
user request for help, a non-input entry, and a non 
matching entry; 

receive during programming of the interactive Voice appli 
cation, an indication to associate a catch style with at 
least one catch event; 

determine, in response to receiving the indication, a cur 
rently selected catch style; and 

associate the currently selected catch style with the at least 
one catch event by preparing the system response to the 
at least one catch event in accordance with the currently 
Selected catch style. 
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13. The system of claim 12, wherein the interface further 
comprises one or more text fields for receiving a contextual 
message, wherein the contextual message entered in each text 
field corresponds to a new audio message to play in response 
to a particular catch event. 5 

14. The system of claim 13, wherein the contextual mes 
sage is different for each catch event. 

15. The system of claim 13, wherein the contextual mes 
sage is the same for each catch event. 

16. The system of claim 13, wherein the style-selection 10 
interface further includes a control for inserting variables in 
the contextual message. 

17. The system of claim 13, wherein the style-selection 
interface further includes controls for inserting programmed 
pauses of specified duration values in the contextual message. 15 

18. The system of claim 12, wherein the interface further 
includes a field reciting details about the one or more catch 
styles. 

19. The system of claim 12 wherein the interface further 
includes a field identifying a final action to be taken if a catch 20 
event is not corrected by a user. 

20. The system of claim 12, wherein the style-selection 
interface further includes a control to enable acceleration of a 
System timeout upon occurrence of a help catch event. 

21. The system of claim 12, wherein the computer is pro- 25 
grammed to prepare the system's audio response for each of 
the plurality of catch events in the speech application in 
accordance with a global catch template that applies the 
Selected catch style to all existing and future prompts created 
for the speech application. 30 

22. A machine readable storage medium storing a com 
puter program which when executed defines catch styles used 
in generating speech application code for managing a plural 
ity of catch events in a speech application, the computer 
program performing a method comprising: 35 

presenting a style-selection menu for a plurality of catch 
styles that allows for selection of one or more of the 

10 
catch styles, wherein each catch style defines a system 
response to the plurality of catch events in the speech 
application, wherein the plurality of catch styles provide 
different levels of complexity with regard to preparing a 
System's audio response to be played in a dialog turn and 
the plurality of catch events comprises an event being 
Selected from the group consisting of a user request for 
help, a non-input entry, and a non-matching entry, 
wherein the plurality of catch styles includes a Simple 
catch style for which the system's audio response is to 
replay a prompt that led to the catch event in the inter 
active voice application, a Modern catch style for which 
the system's audio response is to play a same audio 
message for all catch events in the interactive voice 
application and a Classic catch style for which the sys 
tem's audio response is to play different audio messages 
for at least two types of catch events in the interactive 
Voice application, wherein the at least two types of catch 
events are selected from the group consisting of a user 
request for help, a non-input entry, and a non-matching 
entry; 

receiving during programming of the interactive voice 
application, an indication to associate a catch style with 
at least one catch event; 

determining, in response to receiving the indication, a cur 
rently selected catch style; and 

associating the currently selected catch style with the at 
least one catch event by preparing the system response to 
the at least one catch event in accordance with the cur 
rently selected catch style. 

23. The machine-readable storage medium of claim 22, 
wherein preparing the system's audio response for the at least 
one catch event is performed in accordance with a global 
catch template that applies the selected catch style to all 
existing and future prompts created for the speech applica 
t1On. 
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